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STARTIIMG THE GAIVIE 

To play IVIalarHead on your PlayStation^^ 

1. Set up your PlayStation in accordance with the instruction manual supplied 
with the Console. 

2. Open the Disc cover and place the Disc into the Console, ensuring the 
printed side faces upwards. 

3. Close the Disc cover, then press the POWER button to load and play the 
game. 

Warning: It is advisable that you do not insert or remove Memory cards, or other 
peripherals once the power is turned on. A Controller must always be inserted Into 
Controller port 1 in the Console while playing the game. Make sure there are enough 
free blocks on your Memory card before commencing play. Three free Memory card 
blocks are required to save the game data successfully. MotorHead only uses Memory 
card slot 1 in the Console. 


ENGLISH 
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DRIVERS REQUIRED... 

World class racing teams are 
looking for new drivers to 
compete in the Transatlantic 
Speed League; The fastest, most 
skilful racing championship ever 
td grace the roads of this little 
spinning rock. Thrill seekers, 
adrenaline Junkies, egotistical 
masochists and the psgchoticallg 
affected should definitely apply. 
Delusions of grandeur and 
immortality could be beneficial. 
Are you ready for the future of 
High Velocity Entertainment? 
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COIXITROLLERS 

The game can be played using a Controller plugged into Controller port 1 of the 
PlayStation. Alternative control devices can be used, including the Analog Controller 
and namco© neGcon^“. Ensure that your control device Is connected to the Console 
and operating correctly. Refer to the manual supplied with the device for further 
details. You can use the additional controls provided by these devices, to operate the 
steering and throttle of your car, during the races. 

Warning: It is advisable that you do not Insert or remove any peripherals once the 
power is turned on. A Controller must always be inserted into Controller port 1 in the 
Console while playing the game. 


THE GAIVIE IVIEI\IU5 

The game menus allow you to access 
different options and settings, 
including the type of race and game 
preferences. Before you start to play, 
read the rest of this manual and learn 
how to set up the game options. 

To highlight an option, use the 

Directional button. To select 
the highlighted option, press the O 
button. To exit the current menu, press 
the © button. 



The Main Menu presents you with the options for accessing further game menus. You 
can return to this screen from in the game (not the menus), by pressing and holding 
the JB, and buttons. M ^ 







One Play^pnenijMli present you with si 
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Quick Race 

The Quick Race option will start a race, using the 
nrevious race settinas. The current settinas for the 
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Single Race 

The Single Race option allows you to compete In a race, using any of the available 
cars and tracks. The Track Selection and the Car Selection screens will be presented, 
allowing you to define the options for this race. Refer to the Additional Game Menus 
section later in the manual for further details. 


Becoming the Transatlantic Speed League 
Champion is the primary goaJ of MotorHead. By 
selecting League Race, it is possible to enter a 
competition, consisting of several races. The 
default league places you against three other 
competing drivers. This can be increased to seven 
drivers in the Options menu. Refer to the Options 
menu later in the manual for further details. The 
League Race menu will present you with the 
following options: 
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Continue League 

Highlighting and selecting this option will allow you to continue with the next race, in 
the current league. Before each race of the league, you will be able to select a car 
from the Car Selection screen. Refer to the Additional Game Menus section later in 
the manual for further details. All of the competing drivers will race for the highest 
possible finishing position and the valuable race points. Points are awarded to each 
driver based upon their finishing position: 


1st 

12 Points 

2nd 

10 Points 

3rd 

8 Points 

4th 

6 Points 

5th 

4 Points 

6th 

3 Points 

7th 

2 Points 

8th 

1 Point 


The entire league consists of three divisions. When you first start a new league, you 
will be entered into Division-3. From here you can earn promotion through Division-2 
and up to Divlsion-1. When competing against three other drivers, you must complete 
all of the races and finish first In the league table, to win a division and earn a 
promotion. If you are competing against seven opponents, then you must finish either 
first or second in the league table. This will give you the chance to win the TSL 
Championship title and earn some special bonuses! Be careful though, finishing at 
the bottom of the league table, will force you to be 
relegated and you may have to re-qualify In order 
to continue. 


Each division of the championship contains a set 
of races, featuring specific tracks and cars. As you 
progress through the divisions, the tracks and your 
opponents will become more demanding. 
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DivisiQn*3 features twa.tracks; 

Gold bridge The first race is a perfect opportunity to test the real power of 

your chosen car. This is a short, fast track, with a couple of tight 
comers. The European setting provides a scenic view, but try 
not to be distracted for too long! 

Red Rock The dusty, hot straights provide the setting for this fast desert track, 

^ ^ The Sheer speed of this track does have the effect of making the 

—gentle corners seem terrifyingly tight. 


Divlsion-2 features the two previous traokSf plus: 


City 


Atlantika 


The downtown location provides a varied course. The 
combination of large open motorways and tight city streets, 
come together to create a track requiring your complete 
attention. 

Located on an artificial island, just off the southern coast of 
France, this is one of the shorter tracks with some ridiculously 
fast lap times. The fast, wide roads are set against several 
difficult turns and narrow passages found throughout the sunlit 
marina. 


Division-1 features all four of the previous tracks, plus: 

RuhrStadt Based within a small German harbour town, this track proves 

to be one of the most testing for your driving skills. It's tight and 
littered with obstacles^ leaving little opportunity for you to push 
the cads top speed, 

Olympos Situated along the Mediterranean coastline, this long sweeping 

track leads you on a pleasant scenic tour along the coastline, 
before veering back into the mountains. Don’t be fooled by the 
early sweeping bends, the built up areas have their own 
surprises in store. 

As you qualify for the higher divisions, the new tracks and cars will become available 
for the other race stylest such as Single Race and Time Attack. Winning Division-I 
and the TSL Championship title will earn you the chance to,.. ’"’‘‘Editors snip'" 
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View Stats 

This option will present you with the League Table for the currently selected 
competition. 

Load/Save League 

The Load/Save League menu will present you with 
the options for loading and saving game data using 
a Memory card. This allows you to store and recall 
your league. If you do not save your data to a 
Memory card, it will be lost once the PlayStation is 
turned off or reset. To operate this menu, use the 
t 4 Directional button to highlight the different 
options, then press the o button to select. If you 
wish to cancel an action or exit the current menu 
screen, press the © button. 

Load League The Load option will allow you to reload your previously saved 

league competition. Once you have highlighted and selected 
this option, you will need to select a MotorHead game from the 
game list. Loading data from the Memory card will over-write 
any settings and changes that have been made during this 
session. Remember to use the Save option if you wish to keep 
these. 

Save League When you highlight and select this option, you will be asked to 

choose a save position on the Memory card where this game 
data is to be stored. You can either save the game into the next 
free position in the game list, or highlight and select a previously 
saved MotorHead game to over-write. You will then be 
presented with a series of letters and numbers. Highlight and 
select the different letters and numbers to enter a name for this 
game. If you make a mistake^!^ BACK to delete a letter 
or number. Once you have enter^ the name correctly, highlight 
and select OK to confirra The Save option will only be available 
at tji^j^innti^^f seaifif^not betweflf individual rac( 
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you dp hot insert or remove the Memory card once the 
theiia ar^F&rKai^ free blocks on your Memory card 
■before oonirrienc^ pt^ Thi^free bto are required to save all of 

the game data successfully. MotorHead only uses Memory card slot 1 in the Console. 

I 

f^ew League 


Highlighting and selecting this option will clear the current League competition and 


restart you in Division-3. 


Time Attack 


The Time Attack gives you the chance to break the lap records for one of the tracks, 
without any problems fronn the other dirty drivers. The Track Selection and Car 
Selection screens win be presented before the race starts^ Refer to the Additional 
Game Menus section, later in the manual for further details. 


Ehast Mode 

The Ghost Mode allows you to race against yourself. Firstly, you must select a car 
and track, then compete in a race against the CPU car. !f you beat the CPU car (not 
too hard!), youll be able to race against a ghostly version of your own car. The ghost 
car can be seen, but you cannot crash into it This car will repeat all of your actions 
from your fastest race, allowing you to learn from your mistakes. The ghost mode has 
a recording limit of 8 minutes, so you'd better put your foot down! 
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le] TWO PLAYERS 

Highlighting and selecting this option will start 
the game for two human players. Player One will 
operate almost all of the menu screens. Player 
Two will be able to select their car and type of 
transmission (refer to the Car Selection screen, 
later in the manual for further details). Once you 
have started a race, the screen area will split 
horizontally into two halves. Player One’s car is 
displayed In the top half of the screen, while Player 
Two’s car is displayed in the lower half. A Controller must be connected to Controller 
port 2, otherwise the Two Players option will be unavailable from the Main Menu. 
There are two different race modes available: 
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Head 2 Head 

This Is a simple head-to-head race around one of the available tracks. The first player 
across the finish line will be the winner! 


Time Difference 

This race mode Is similar to the Head 2 Head, but a time limit is added. As the first 
car crosses a checkpoint, a countdown will start. The player in second place must 
cross the same checkpoint before the countdown has finished, otherwise t hey w ill be 
disqualified and the race will be over. As every lap Is completed by the two players, 
the countdown will be reduced by one second, gradually making the race much 
tighter, e.g. After completing two laps of a race, a five secor^d countdown will hsve 
reduced to only three seconds! When there is only one player remaining they will be 
declared the winner and the race will finish. 
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anklnigs nwu presents a series oMablcj 
dispfa^g the t>ei^:^^e^and speed! records, 
the vitfious trael^'c^ fhodtes. Each table 
displays the dfhf^’s riam6, Srehicle, best lap time 
and best total time or speed record. To switch 
between the different tables, use the options in the 
top section of the screen. These options allow you 
to select the type of race, the track, the number of 
laps and the difficulty level. Use the ^ ^ Directional 
button to highlight a column, then use the ^ \ Directional button to highlight one of 
the options. As you highlight these options the Rankings table will change 
accordingly, showing the best times. When you have finished viewing the game 
rankings, press the © button to exit. The Rankings tables will be automatically saved 
to the Memory card. If this Memory card has not been used to save the Rankings, 
then two free Memory card blocks will be required. If the Rankings have been saved 
to this Memory card before, then the existing data will be updated. 
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Warning: It is advisable that you do not insert or remove the Memory card once the 
power is turned on. Make sure there are enough free blocks on your Memory card 
before commencing play. Three free Memory card blocks are required to save all of 
the game data successfully. MotorHead only uses Memory card slot 1 In the Console. 
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C4] OPTIOIXIS 

This menu allows you to access several further 
menus for adjusting and setting different game 
options. Highlight the option you wish to adjust 
using the ^ ^ Directional button, then press the 
^ ^ Directional button to toggle through the 
settings. An arrow pointing to the right indicates 
that a further menu is available. This can be 
accessed by pressing the © button. Pressing the 
© button will exit the current menu screen. 



Difficultly 

The Difficulty option will change the overall difficulty level of the game. Highlight and 
select this option to toggle through the available settings. This will not affect the 
League game. 


Opponents 

This will change the number of CPU opponents featured within the races. This can be 
set to either three or seven. The Opponents option will not affect a currently running 
League game. 



madkiin 


Code 

If you do not have a Memory card to save your 
league position, then you will be presented with a 
code. The Code option allows you to re-enter the 
code at a later date, which will unlock the cars and 
tracks that you had previously qualified for, in the 
league. As you highlight and select the Code 
option, you will be presented with a series ^f 
letters and numbers, 
different letters and 
you make a mistake, 
the code correctly, select OK to 
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'- Tnts menu will pfg^it you 
„ adjustmg the g^ame controls. The game will I 
^auto^mt-ically detect the typie of Controller I 
connected and display several options. The iftt * 
pphone a^Hable, will vary depending on the fyp 
ipf Coiilrx3^r connected► These will allow youpo 
adjust^the sertsftfvit/'of the Controlien J 

When you are using a namco® neGcon’^”, there are 
several options for calibrating the device. The Twist control can be calibrated in two 
ways. The Max Twist option displays a percentage levels which witi change according 
to the amount of twist applied to the namco® neGconi^M Alternatively, it is possible to 
^ calibrate the Max Twist option using the separate calibration screen, which can be 
entered by pressing the A button. Use the Twist control to move the cati brats on bar to 
the desired level, then centre the Twist control and press the B button to confirm the 
changes. The Max Throttle option can be adjusted by pressing the I button, to set the 
sensitivity of the accelerator. The Max Brake option can be adjusted by pressing the II 
button, which will change the sensitivity of the brake control. 


5et:u|i - Sound 

The Sound menu presents you with several 
options relating to the sound settings in the game. 
The Sound FX and Music volume levels are 
indicated by two dials. As you highlight and adjust 
one of these, the corresponding dial will move to 
indicate the new volume level. There are two 
further CD options available on this screen. The 
sound output can be toggled between Stereo and I 
Mono, depending on the specification of your 
monitor or amplifier. The final option allows you to 
test the CD music. Toggle between the different CD 
tracks, then press the © button to test the music. 
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Setiup - Detiail 

The Detail menu presents you with a list of 
miscellaneous options for the game. This includes 
race options and the amount of information that is 
displayed during the game. 


15] CREDITS 

Highlighting and selecting this option will present 
you with details of the team that brought you this 
game. 



ADDITIOIMAL GAMIE IVIEIXILIS 

Throughout the game, various menus will be presented allowing you to define certain 
options. 




The Car Selection menu allows you to select a u 
to drive In the race. Press the ^ Directional 
button to toggle through the available cars, then 
press the © button to select. The cars available 
will be limited to those which have been awarded 
to you in the Transatlantic Speed League. Once 
you have chosen a car, you can decide whether it 
is to have Automatic or Manual transmission. Use 
the ^ ^ Directional button to toggle between the 
settings, then press the © button to select. 









Track Saection 


The Track Selection menu allows you tc^lect a 
track and adjust certeiin race op^ns. Highlight an 

Directk)H^)ufton, them 
Directional button to toggle 
available settings. Press the © button 
the settings and start tite race. 

This allows you to select a 
track. The tracks available wi 

be limited to those which you have qualified for, In the 
Transatlantic Speed League. 

This option will set the total number of laps that must be raced. 
While this option is switched ON, the computer cars will be 
handicapped or improved, according to the skill of the human 
player. This means that If you are performing badly in a race, 
the CPU cars will slow down, giving you a competitive chance. 
This will also act in the opposite manner. If you are speeding 
ahead, then the CPU cars will receive a gentle boost, just to 
keep you on your toes! 
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RACE TIIVIE 

The objective of racing is to complete the required number of laps in the fastest 
possible time. During this process, you will have to compete against several 
opponents, in order to win vital race points. Your starting position on the grid will be 
last, except during a League competition. In these races, your standing within the 
league table will determine your starting position on the grid. The better position you 
have in the league table, the further back you will start in the next race. By placing the 
better drivers further back on the grid, the competition is made more even. The very 
best drivers will find themselves having to work much harder and deal with more 
traffic, just to win the race points. 
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Speed. Current Gear, Engine Rev Counter 
Total Race Time. Current lap Time, Rest Lap Time 
Lap Number 
Current Race Position 
Track Map 





While driving, you will be presented with details about the car and your current 
performance within the race. These items can be limited or turned off entirely within 
the Setup - Detail menu. Refer to the Setup - Detail section ^rllor in the manual for 
details. , _ 
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Analog Controller (Red) mode 


.t^utton 

button 


Acce^ate 
Bra 

Hnrtibii^e 
Gar Horn ' 

Up Gear 

Down Gear 

Look Back 

Toggle Camaras 

In-Game Options menu 

Pause 


stick 
Right stick forward 
^ht stick back 
:.® button 
' l|ftton 
CU button 
button 
button 
button 
button 
button 


Steering 

Accelerate 

Brake/Reverse 

Handbrake 

Car Horn 

Up Gear 

Down Gear 

Look Back 

Toggle Cameras 

In-Game Options menu 

Pause 


Namco0 neCeon™ 


Twist ^ ^ 

Steering 

I button 

Accelerate 

II button 

Brake/Reverse 

R button 

Handbrake 

4» Di rectional button 

Car Horn 

t Directional button 

Gear Up 

^ Directional button 

Gear Down 

L button 

Look Back 

B button 

Toggle Cameras 

A button 

In-Game Options 
Menu 

START button 

Pause 


You can set Acceleration and Brake/Reverse to 
Digital while in Analog {Red) mode by switching 
analog throttle to 'off'. Your Acceleration and 
Braking/Reverse will use the same button 
config oration as stated in Controller. 


Warning: It is advisable that you do not insert or remove any peripherals once the 
power is turned on. A Controller must always be inserted into Controller port 1 tn the 
Console while playing the ganne. 




DRIVIIMG TECHIXIIQUE 

The TSL Championship brings together the different disciplines of the exhilarating 
speedways and the tight city circuits. This kind of racing requires a careful balance of 
skill and intelligence, but devious and down-right dangerous tactics can also be 
useful. 


Before you can even consider racing, you must learn how to handle your car, 
especially when pushed to an extreme. Find out exactly what happens when it starts 
to slip out of your control, then learn how to bring it back together. As you begin to 
understand how your car ‘feels', you can start to build up knowledge of the tracks. 
Learn the corners, how one bend drifts into another, where the best over-taking 
positions are located, and how to approach that gut-wrenching hairpin. As you learn 
each track, you can work out the best “racing line”. This is the shortest and fastest t 
possible route through the course. Keeping your speed up and cutting corners as | 
tight as possible is crucial. 

(a) Start as wide as possible on the 
corner, 

(b) Brake gently into the tightest point of 
the corner, 

(c) As you pass through the other side of 
the comer, accelerate and sweep 
outwards. 



The harder you push the car Into the corners, the more likely you will start skidding or j 
sliding. Controlling this sliding motion will help avoid dangerous and time cormiming 
situations. This can also be used to your advantage when nf the short, tight 

hairpins! A handbrake skid shouldn’t be a regular occurrence, but there are one or 
two drastic situations that requi^ cHestie measures. Getting a balance cjf 
traction and slide is the key to HIH Vi f^inudM'/pKf IW ITiOai wtdyou could sfow 

down too drastically; Hot enou# slide and you co(]y be leaypg, 
unscheduled stop! Ill 
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Once you've mastered the tracKSp y®uTstill have fijj^H'your opponents in order to 
win the TSL Championship. Ovet-taking cin be'eith^ an extremely calculated 
manoeuvm, or just a matter of using somebody else's misfortune. Can you pull out of 
a corner faster than the driver in front? Can you slip down the inside? Can you slam 
them into the wall without suffering yourself? Just remember^ you're all competing for 
the same goal-. 
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will then be presentedj where you can check out your competitors and their race 
times. All of the race points will be awarded and. should you be In a league 
competition, the updated league table will be presented. 


IIV-BAME OPTIOIMB 

The In-Game Options menu can be accessed by 
pressing the hS, button. Press the \ 4' Directional 
button to highlight an option, then press the ® button 
to select^ or the ^ ^ Directional button to toggle 
through the settings. 

Highlighting and selecting the Continue Race option 
will exit out of the In-Game Options and continue with 
the race. The Restart Race option will stop the current 
race and restart everyone on the grid. This option is disabled during league races. 

The Sound FX and CD Music volumes can be adjusted within the game. As you 
highlight and adjust the volumes, the percentage levels will also change accordingly. 

If you wish to quit the race and return to the front-end menus, highlight and select the 
Abort Race option. 


C.wnHrHJW rMH 

VH viriww 
U FfWkiC. -WlUM 
Rborl r-Ka 




CREDITS 

Digital Illusions CE AB 

30 Engine Progremming 

Bo-Sunan Lentunen 

20 Engine and Sfiecial Effects 

Programming 

Thomas Aitdsrseon 

Car Ptiyaics Programming 

Mantas Qnjvman 

Oame Logic and World Collision 

Programming 

DsfNel Hansen 

Al Programming 

Andreas Axetsson 

Mantas Gnivman 

Sound System Programming 
Andreas Axeiseon 
Main Programming 
Andreas Axeisspon 
Daniel Hansen 
Maltias Qnnman 

Track Oesign and Modelling 

Pamk BergdaN 

Markus NystrOm 

ioaiuni Weidemar 

Per Anders Oustafsaon 

Kanny Magnusaon 

NichotosNolby 

Jens Ores 


Car Oesign and Modellirtg 
Patnk Bergdahl 
Markus NystrOm 
Joatum Weidemar 
Texture Art 
Per Anders Gustafsaon 
Kenny Magnusaon 
Markus Hysirdm 
Joaium Wefdemar 
Rendered Seguences 
Andreas Hansevi 
Jens Ores 

Menu Oesign ar>d Graphics 
Markus MystrOm 
Music artd Sound Effects 
OM Gustafsaon 
Project Manager 
Mikael Rudberg 
Executive Producer 
Freddk Ultegren 

Gremlin Interactive 

Producer 
Mark Gioeaop 
Assistant Producer 
Steve Banks 
Gremlin intro. 

Damon GodMy 
Kevm SaviBe 
Localisation 
San^ Barmen 


Manual A Packaging 
Martin Caipin 
fbchard Cartwngiit 
Chantai Beaumont 
Technical Support 
Nick Oxley 
Pat Armstrong 
Man Wilaon 
Software Manager 
Ten Heaton 
Creative Manager 
PatiKk Phelan 
QA Manager 
Cad Cavers 
Test Supervisor 
Jon Watson 
Test Support 
James McCarthy 
Lead Tester 
Lee Campbell 
Testers 

I Stephen (Woody) Woodwsrd 

un SwKierson (SKNN) 
Arvtrevr Home 
Enc Booker 

Man (Hardcore) Tucken 










